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C-pia! 


This magazine is distributed for free. 


Send all feedback, submissions, and business inquiries to 
TakafumiSakagami@gmail.com 
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/| C-PIA WANTS YOU! 


| was never the kind of person to send mail to any of the 
magazines | read as a kid. 

My thoughts on games and shows were mostly negative, and the 
things | liked most were too niche for anyone else to care about. 
What magazine would print a page about New Roommania!? 


| wasn't the world's greatest artist, so sending them a drawing 
was a no-go. | wouldn't win a competition, so why participate? 


Now | sit here, writing my self-indulgent magazine, realizing that 
the spirit of a magazine isn't quite there without two things: 
industry updates and reader submissions. 

Opening up a copy of Dengeki G's or Animage, my eyes inevitably 
get stuck looking at fanart. 

| stare at the reader-based rankings and think "so that's what 
people like." 


There was a novelty to it, as if | was glancing at the beginning of 
the beyond, but this first volume of C-pia! is little more than a 
dressed-up blog. 


So if you've been playing something that suits C-pia's style, tell us 
what it is. It doesn't have to be anymore complex than that! 


If you've got some short thoughts on a game, send ‘em in! 
Wanna write an article? Ask for a page or two! 

If you own some merch you're proud of, snap some pics and mail 
them over! 


Visual Novels are the main focus, of course, but anime, shmups, 
RPGs, simulators, rhythm games... anything on the fringes is 
welcome. 

Puyo Puyo has as much place here as Portopia and Phantasy Star, 
it's all old good stuff. 

Modding an older console? Tell us how it goes! 

Uploading a retro-focused video? Let us know! 


(Latest Updates) 


22/04/24 
Volume 3 is now available! 


https://archive.org/embed/cpia-vol-03 
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(Downloads) 


Download copies of our Magazine! 


Archive.org Google Drive 


(News Sources) 


& 


Find where we get all our news! 
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Volume 2 Volume 3 


Gheck out our website! 


C-pia.github.io 


Some formal instructions of how to send things in 
are given at our official website, so if you're the kind 
of person who needs some guidance before feeling 
confident in sending mail, we've got your back. 


Also, be sure to keep your submissions positive! 
We're not here too poo-poo on other industries, or 
modern games, or to fixate on whether things are 
overrated or overhated. 


We can like old things, we can like new things, and 
we can like a lot. Let's focus on the things we love! 
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ISSUE INTRODUCTION 


WELCOME TO THE FOURTH ISSUE OF C-PIA! 


Let's take a quick look at the 
contents to get familiar with 
what this magazine offers. 


Every issue will begin with a short introduction 


alongside the contents and staff introductions. 


/ Then we have 5 main articles to share! 


In What are you Reading? one of our writers | 
| will talk a bit about a VN they've been reading. 


We're covering two games this time, and 
one of ‘em gets a lot of attention. 


ee 


There's something special about every game. 
A\ 
In Something Special About... we sit down to 
examine what makes a game so special. 


| Then, a short stroll through memories of old. 


Read A Sepia Lens Look At the classics which 
impacted our lives the most. 


A meta layer is always fun, so in C-pia Spirits 
we'll sit down to talk about this very magazine. 


Have You Ever...? 


We ask a question about habits or opinions, 
and maybe get a response or two. 


Sadly, we didn't have room in this volume 7 
to include our other mainstay topics, but you | 
can expect them to return in future! 


Looking for fanart, promotions, 
reader submissions and more! 


Introducing 
the staff! 


This issue is brought to you by: 
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Takafurn 
Sak alam 


Favour ite VN: Tomoyo After ~It’s a Wonderful Life~ 
Favourite character: Tomoko Fujinami (Canvas2) 


My first Visual Novel was Shuffle!. 
The anime adaptation chose the wrong girl! 


i) Then planetarian, and the TLs for Kanon and 
F/SN dropped just in time to keep me reading. 
Twas an addict from then on, 
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Favourite VN: Ever17 -the out of infinity- 
Favourite character: Natsumi Hinata (Shar in no Kuni) 


Wie \ My first Visual Novel was G-senjou no Maou. 
\\\ 1 overheard a boy at school talking about it, 
and the title intrigued me. 


\ Prior to that, I was a fan of the Higurashi no 
Naku Koro ni anime so I'd known of visual novels. 


Getiinslouch! 


We'rejalways|after/new/submissions) 
whetheryoujreja\writerartist;jore 
justia\fanjofiVNs. 
Ifjyoujve)been|reading; 


Have you ever looked at a rom file and wished it were just an exe? 

Well with the N64: Recompiled project, you'll have just that! 

Yes, this isn't a joke or a lie. You can now turn N64 games into native PC 
games in less than a week! Isn't that crazy? Getter Love!! on PC when? 


Speaking of legally complex subjects, did you hear about Vanguard Princess R? 
Announced at EVO JAPAN 2024 by exA-Arcadia, this successor to Vanguard 
Princess looks exciting.... but will it actually happen? 

eigoMANGA—publisher of Vanguard Princess in English—levied a copyright 
claim against the PV on Youtube, taking it down. 

In retaliation, exA-Arcadia struck eigoMANGA's PV, and now eigoMANGA's 
channel is gone! eigoMANGA are currently looking for the rights holders... 
Who? We don't know!! Check our source for further updates, it's a fun one. 
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Two mobile-exclusive Rockman EXE games, Phantom of Network and Legend 
of Network, have been translated into English as of May 25th! 

These Battle Network-style Megaman games were previously Japan-only, 

but now you can play them via the DoJa emulator. 


The 1993 Sega CD JRPG Vay comes to Steam with a bunch of great quality of 


life features! 
Play as Prince Sandor on a quest to save the love of his life from a fleet of 
rampaging robots from outer space. 


After the success of the Doukyuusei Remake on Steam in Asian parts of the 
world, DMM's Yasu has announced his intent to bring even more games 
overseas! 

Here's hoping the passion for remakes continues to draw new fans towards 
these classics. 


And finally... Kanon is getting an official English release? On PC? Is this real? 
The release date hasn't been announced, but you can wishlist it on Steam, 
so go do that. 


Article Writer: R run 
Takafumi Sakagami eVIEN 


INTRODUCTION 


At the start of winter, a highschool and an all-girls 
school merge, as the result of a declining birth rate. 
Too many schools, not enough kids. 


Uryu Shingo’s little sister gets lost while shopping for 
new school supplies, and somehow she meets up with 
another lost girl: Sena Airi. 


With the voice of Sena Airi giving him directions over 
the phone, Shingo goes out to find them. 
Thus begins our story! 


A late night phone call between a boy and a girl, 
and a new pair of lost-prone ladies. 


The beginning scene here is reflective of 
Mashiroiro Symphony's core identity. 
It's a game that pairs intimacy with friendship. 
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It’s also as classic as classic can be. Just look at 
the characters in these screenshots. 
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Mashiroiro Symphony is a showcase of friendship 
between the cast. The banter and comedy are a 
main attraction, so don’t expect the kind of game 
where 90% of the cast vanish when you land a route. 


But intimacy is still here, and it’s still a romance- 
focused game. That'll shine through when it matters. 


A little sister, a tsundere, a maid, the caring senpai, 
the token male friend, and a mascot animal. 

Oh, and we can't forget the sprited side-character 
who everyone loves, but didn’t get a route. 

Like I said, classic. 
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She’s equally as embarrassed 
about being masterless as she 
is quick to tell people about it. 


The other, Angelina Seawell, How does she appear out of 
is a half-English maid. nowhere whenever you need 
She has no master and lives her? 


at the school Shingo attends. © Well, she’s a maid, after all. 
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One of the characters we'll Sakuno doesn’t remember a Sakuno is an inexpressive, 
be largely glossing over, I’m life before that time, but monotone kind of girl. 
sad to say, is the protag’s Shingo remembers a bit. ‘ 
little sister, Sakuno. r i =e She’s clumsy, she gets lost 

l= 7 5 A easily, her sense of humor Besides her brother, Sakuno 
A remarriage brought two | 1° i pretty dull, and... also gets along with Shingo’s 
siblingless kids together, [ 6 well, she’s just an all-around friend Mukunashi Hayata, and 
and now they play brother oddball. her new best friend, Sena Airi. 


and sister. 


1 confirm aig point wa th¢Salauln 0 while shelmakesthey 
miso soup tn die mg pth q 


SE, MAID COMING THROUGH! 


is very open to—and She speaks in a funny way. 
ting of-everyone she Out of the entire cast, she’s 
1 definitely the weirdest. 


an't read the room 
vell, but is quick to 

fy maidly traits in 

;. She'll then try to 
she’s the better maid. 


Role: 
ROgue Maid 


“MIU AND I ARE ONE 


The side-character everyone Inui is 
loves, but who doesn’t get a I don’ 
route! Inui Sana. s other 


Okay, I lied. There’s one other * Well, they fixed that mistake, 
character who I've heard lots » and now you can buy Sana’s 


of praise for. very own route as a stand- 
I already mentioned it, in fact. © alone game! Rejoice! 


"GOOD B 


OY, GOOD BOY-" 


The eldest of our heroines She’s a kind senpai who She spends her days in a 


(despite her appearance) is grows fond of Shingo faster ° club focused on caring for 
actually the most notable. than any girl at school. o animals, along with her 

overly affectionate kouhai, 
Miu here is—and has been ‘4 Inui Sana. Half panda, half cat, this cute 
for over a decade now—the { creature can only communicate 
character to most garner e Of the many animals Miu by crying “uryu-!” 
praise whenever Mashiroiro cares for, one is special... She’s fond of Uryu Shingo too. 


Symphony is mentioned. 


SOUL IN TWO BODIES!" 


Miu’s biggest fangirl. But Sana is a sensitive girl, 
t think there’s any deep down. 


competition, but still... « Treat her kindly. 


main game, she plays 

_in Miu’s route. “ 
boyish in spirit, she 
jiately welcomes the 
1r and becomes a bro! 


Visuals 


Visually, there’s a lot going 
on in Mashiroiro Symphony. 


Variable | iarex- 22 
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Airi Airi 


“Hey, | did just see a little outfit that | think would look “Hey, I did just see a little outfit that | think would look 
great on you, Sakuno. You know that place—” great on you, Sakuno. You know that place—” 


"| Sprites in 
Backgrounds 


Overlays 


Cut-ins 


THE TECH 


All this visual flair is what I highlighted 
as the strength of the Kirikiri engine 
back in volume 2 of C-pia! Magazine. 
Not only are these techniques possible, 
but they’re fast and easy to implement! 


Mashiroiro Symphony shows it off 
wonderfully. 


Unfortunately though (or maybe this is 
just me being picky) I'm not thrilled by 
the use of CGs. 


There were some key moments in my 
playthrough that really felt deserving 
of CGs, but were instead mostly shots 
of a background with dialogue on top. 


02 Peace Lily 
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There's a lot of voice acting, including 
lines for the legalese upon boot 
and practically every button you press, 
as well as title screen lines that say 
the full name of this game version! 


This means that they had to record 
new lines for this HD release. 


rion, 


§ , 
All appearing characters and organizations) 
are completely fictitious and bear no relation 


I'm personally not a fan of the whole 
"character says a whole line of dialogue 
when you open up a menu" 
thing a lot of games love to do, 
but on the bright side... 
you could probably make a system 
sounds pack for your PC out of 'em. 
That's always nice. 


i 
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It's a nice touch, but none of 

this dialogue is written down, 
so if you don't know Japanese 
you'll have no idea what's 


There are also voices for 
background voice lines, 

if that makes any sense. 
Dialogue that isn't written 


down. It happens as part 
of the scene's soundscape. 


being said. 


Furthermore, although voices 


For example, when Shingo's 
little sister enters his 
classroom, calling for him 
by name, the girls in the 
class speculate that she's 
his girlfriend. 

When she call's him 
"nii-san", the girls in the 
class sigh in relief that 
she's just his sister. 


Music track names pop up in the top 
right corner whenever a new one 
begins to play, so you can learn the 
names of your favourite tracks as and 
when you hear them. 


@eeeeoeoe0de 


For functionality, I'm afraid to say bs 
that we don't have on-the-fly language e 
swapping, but everything else is great. 


We've got handy system buttons on 
the textbox, as usual, but there's more! 
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can be replayed by pressing 
FQ or via the backlog, these 
background voices cannot. 


Still, if you get what they're 
saying, it can lead toa 
sensible chuckle or two. 

It sets the atmosphere nicely 
in more serious scenes, and 

I like it overall. 


For ambience, there's some nice 
walla in here. Classroom chatter, 
for example, is very clearly recorded 
for the right setting. Purpose-built 
background sounds, basically. 


Weirdly though, they don't loop or 

fade out, so if you let them play for 
their full duration, it'll suddenly cut Ee 
off at the end. It's a bit jarring, so 
don't pause to think too much. 


The backlog allows you to jump back to 
any line, with an image preview, and 
you can return to the previous choice 
with a single click of a textbox button. 
On replays, you can even skip ahead to 
the next choice in a similar way. 


Move your cursor over to the right and 
you'll discover a rapid saving interface. 


The config menu is packed with 
customizations and conveniences, and 
for you full-screen lovers out there, 
there's some good stuff. 


T noticed that music transitions would 
sometimes have a harsh cut to them 
as well. I'm not sure if I was doing 
something wrong, like skipping the 
cross-fade by progressing a line, but 
it feels glitchy every time it happens. 


Fie) Deply Mode) REMERON Tet Depleyic) Help) 
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Auto(F6) 


Slow(S) Skip(F7) 


= 
Auto Wait(D) ©) Mian 


Next Choice(N) 


Stop Auto on Click(K) Prev. Choice(®) 


Skip Unread(!) Options(F2) 


Voice Replay(F3) 


Moving your cursor to the top of the 
screen or pressing alt will bring out the 
system menu, from which you can access 
anything you'd need. 

As a bonus, each button in this menu is 
labeled with the respective hotkey, so if 
you want a reminder, it's fast to get one. 


I'm playing at native resolution, |080p, 
but there are scaling and smoothing 
options here, so any unfortunate readers 
who were duped into buying 4k monitors 
should be able to tailor the visuals to get 
the best out of a bad situation. 


Accessing the Sena Airi route is simple. 
The game has very few choices to 
begin with, and Airi’s acts as the (for 
lack of a better word) default route. 


She takes up most of the introductory 
plot focus, then you'll get a series of 
scenes—each with one of the other 
heroines—giving you a chance to opt 
into their routes. 


If you ignore everyone else, this is 
where you'll end up, so she has a 
real “main girl” feeling. 


Although the first meeting with her is 
pleasant, there’s a drastic change in 
her attitude when it comes to their 
second meeting. Shingo is part of the 
wave of male students moving to a 
school that was previously just for girls, 
But... Airi’s against the merger. 


Airi does her best to remain cold to 
Shingo, taking up a harsh attitude to 
maintain her previously-established 
stance of being against the merger. 


The clash between his first impression 
of her and her following attitude at 
school drives Shingo to try to bridge 
the gap. 


But that becomes a bit harder to 
accomplish when Shingo intrudes on 
Airi’s toilet time. 


How does an all-girls school handle 
gendered toilets? ...you may wonder. 
As it so happens, they don’t! The boys 
have to go to a different building! 


It makes me wonder... do they not 
have male staff? 
Can the boys not use the staff toilets? 


I'm probably asking more questions 
about toilets than the authors 
expected, but that’s why I’m a reviewer, 
right? 


right? 


Not only Shingo, but the rest of the boys 
also struggle to fit in with the norms of the 
school. 


The bad impression quickly turns around 
when the boys begin trying their best to be 
useful and respectful, and before long, 
everyone is getting along! 


Shingo, having worked to lead the boys by 
example, has become quite popular with the 
girls in class. 

As a result, he’s elected class rep! 
..alongside Airi. 


(a 
This turn of events, combined with some 
pressure from little sister Sakuno and 
doting senpai Miu, is enough to eek Airi 
out of her tsun shell, bit by bit. 


But I’m skipping over all the juicy bits. 


Now, I think there are two big appeal 
points to the dynamic between our 
two focal characters for today, Shingo 
and Airi. 


Panditty — “Uryu! J" 
Airi _“Kyaah! Please, don't, don’t climb on my heeead!” 
Panditty “Uryu,uryul 2” 


Sakuno “...Airl, are you an Uryu now too?” 


The first is that Shingo is very attentive 
when it comes to the mood of people 
around him. 

He's a “feel the vibes” kinda guy, and 
he will put in effort to make those vibes 
as nice as possible, but... 


‘Ange “What? When did this happen? Sounds like cause fora 
celebration!” 


Along the way, we've got some fine 
examples of the banter and comedy 

I mentioned at the beginning of this 
rundown. 

Some of the gags are great, and the 
other characters get plenty of time to 
make their appeal known. 


Sakuno “Shingo, | want one of those.” 
Sakuno tugs on my sleeve and points at Panditty. 


Shingo “Yeah. | think I'd like one too.” 


Airi is the opposite. 

She has her own life, cares about her 
own self-image, and marches to the 
beat of her own drum. I mean, she’s a 
proud tsundere. What do you expect? 


Sakuno “You want Amaha too?” 


Shingo “You're pointing at Amaha?!” 


A lot of the comedy is dialogue—based, 
which I suppose is to be expected of a 
Visual Novel, but there are some 
visual gags, some funny sound effects, 
and... listen, it’s not all comedy. 


I'm banging on about the funny bits 

because they’re good, but the heartfelt 

moments can’t go without mention. 
So Shingo’s conscious efforts to ensure 
people don’t turn sour on Airi for her 
harsh attitude is very entertaining. 


He’s not only trying to redeem his image 
in her eyes, but he’s trying to maintain 
her well-earned reputation as a leader 
figure during a time when the classroom 
dynamic is changing substantially. 


In prose, a tsundere lives or dies by two things: 
The believability of their anger, but also their love. 


People don’t need to be reasonable—they rarely 
ever are—but if you can understand how one’s 
development was influenced to make them the 
type of person they are now, they are much 
easier to connect with emotionally. 


Understanding goes a long way, for a person or 
a character. Tsun turning dere is just a 
conversation waiting to happen. 


Airi’s plausibility is immediate, nuanced, and she 
only continues to make more sense the more 
you learn about her. 

Like a neat ribbon, pretty, even when unwrapped. 


The second aspect I find appealing about 
them as a duo is that Airi is naturally 
capable. 

She pinpoints problems quickly once they 
have appeared, she tackles them with haste, 
and she’s fully self-sufficient at everything. 
There’s no need for anyone else in her life. 


Meanwhile, Shingo can identify some 
problems before they spring up by reading 
the atmosphere, but he works at a slower 
pace. 

He puts in a lot of effort to gradually 
improve things, and does so by encouraging 
others to better themselves. 


Put simply, they work at completely 
different paces, but have different strengths 
based on their awareness of things. 


As is common with these kinds of routes, 
it’s a peace->drama->peace->drama routine. 
We've already gone over the initial peaceful 
period, and the initial drama that serves to 
establish Shingo and Airi’s dynamic. 


Beyond this, the reader’s point of view will 
begin to shift to other characters in order to 
further focus on emotional development, a 
bit of a shake-up for the formula there, but 
otherwise, it’s the safe reliable routine. 


If it works, don’t fix it, and boy does this 
route work. 


KATAHANE ne ecg 


you reading? 


Article Writer: 


J I y 
Furumi Sightsee Review 


Wakaba (an ambitious young writer) plans to That older girl is Angelina, an actress who 
make Ein into a hero, rewriting history as longs to play Princess Christina. 

we know it, all to make her story exciting! ry 
It's a crazy idea that came to her in a Finally we have Coco and Belle, two 

dream, as all the best ideas are wont to do. humanoid Dolls with human-like intelligence, 


It was during a conversation about the 
PrimaDoll franchise that a curious 
recommendation reached me: Katahane. 
I knew of it, indeed, however I didn’t 
know much. 

completing our main cast. 
I remember the unofficial English 
translation reaching completion not too 
long after I began reading visual novels 
in earnest, and the immediate attention 
given to the lesbian couple on the cover 
was striking. 


How will people respond to such a change? 
Who will act in a play so controversial? 
Will the performance go well this time? 
How much truth is there to the play? 


Katahane remained in my memory, 
unplayed, for a myriad of reasons, 
until eventually... I forgot about it. 


But I'm well aware this game arrived to 
quite a buzz, so I’m curious to find out 
what I'd missed out on in leaving the 
story yet unread for all these years. 


A young writer meets up with a young 
historian to discuss a script for a play. 
The Angel’s Guidance is a story based 
on history, and it is cursed. Every 
attempt at performing it has failed, and 
if that wasn’t enough to pique your 
interest in it, the true history behind it 
surely will. 

In the past, two kingdoms (Blue & Red) 
fought a long war, and in the miraculous 
peace that ended the war, a third was 


With many questions in mind, the aspiring 
historian Cero heads out on a trip to meet 
his benefactor and accompanies script 
writer Wakaba on a world-spanning train 
ride to gather actors and inspiration from 
the land’s key cities. 


Cero’s job, other than leading the group, 
is to uncover more details about the true 
history inspiring Wakaba’s script. 


Wakaba is the hopeful author in charge of 
writing the play, and her younger brother 
Light is here too. Just like his older sister, 
Light also had something come to him in 
a dream... the vague image of an older girl. 


There are plenty of other names and faces 
to learn as the journey unfolds. 


Editor Takafumi interrupting to highlight my favourite character: 
~ Coco! She's the heart and sou this game, I swear! 
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What I love most is the presentation. 

The use of backgrounds is distinctive, and 
I now retroactively recognize several VNs 
that have undoubtedly been inspired by 
Katahane’s layout. 

A simple black textbox, black to frame 
scenes, and frequent CGs. It adds a very 
cinematic flair to the whole affair. 


born: the White Kingdom. It is lacking in some aspects. I gave mention 
to the ample CGs earlier. What makes them 
impressive is how tightly packed they all are 
into such a short story. However, the script 
feels a lot smaller than the novel’s 
production values would lead you to believe, 
and the world (as it’s written) feels less 


characterful than the background artwork. 
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The White Kingdom’s final ruler, Princess 
Christina, was assassinated by a trusted 
retainer who incited war between the Red 
and Blue Kingdoms. 

Ein, history’s worst betrayer, is the tale’s 
true main character. 
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Sually here?) 


T(Cls it the same lad 


Crucially the adventure doesn’t like to 
rest for long. 

On the long train ride around the world 
the core cast stops by many locations. 
They look interesting and they could be 
interesting, but we only get to see a 
building or two in most stopping points. 
We learn very little about those places. 
Less than a slice of travelling life, this 
feels like a few crumbs. 


There is one large exception, but to get 
its particularities across, let’s first talk 
about how Katahane’s story is delivered. 


TSorry for 


Initially it appears quite simple. There is 
a single long route with 2 endings and 1 
unlockable true end. 

Which of the two main endings you 
receive is determined by the choices 
you make along the mostly linear path. 
Both are unsatisfying, indeed, so you'll 
certainly want to unlock the true ending. 


The first interesting aspect of decision— 
making comes in the ability to determine 


The backstory (told via a linear route) is 
placed into the middle of a standard 
playthrough as an interlude chapter. 

It’s here where the pace slows. 


Unlike the Shirohane chapter, Kurohane is 
set in the far past. It focuses on the real 
lives that the characters of The Angel’s 
Guidance were based on. 

Ein, Princess Christina, and several others 
organize a play as part of a ceremony of 
the White Kingdom's foundation. 


As part of the ceremony, the Red Kingdom 
offer their crown jewel, a winged Doll, to 
fill the role of the play’s Angel. Meanwhile, 
the Blue Kingdom takes the responsibility 
of writing the script, and in a bold move, 
they decide to change the ending. 
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to call him ‘Ein,” AN 
It is in ways a repetition of the main story. 
Like the first in a cycle of many cursed 
plays. Even though we know the outcome 


from the novel’s very beginnings, 
watching it unfold is entertaining. 


which perspective you'll see the upcoming Moreover, it’s a stark tonal shift from the 


scene from. 


These choices work together with more 
standard ones to determine the ending 
you arrive at. They also provide differing 
details across perspectives. 


The second is the nested-narrative 
approach Katahane takes in order to tell 
its story. Everything I've described up 
until now is relevant to the main story, 
named the Shirohane chapter. 

There is another story named Kurohane 
tucked away inside the greater script. 


Kurohane 


rest of the story. A murder mystery 
political drama. 

Complimentary dramatic romance plays 
out as well. 


The time period is explored well (as you'd 
ask of a political drama script) and it is 
very comprehensive when compared to 
the larger body of text, with the true 
ending expanding upon Kurohane further. 


The feeling one gets after experiencing a 
long tale, bittersweet and nostalgic, was 
certainly strong with me. 
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I dearly wish Shirohane had been given the 
same degree of careful treatment. Were the 
culture and people of the world we get to 
explore ever examined, it'd have added a lot 
to the overall experience. 


For my own experience at least, the novel 
could have been trimmed down into pure 
linearity. Perspective switching is good, but 
the two original endings felt incomplete. 
Having finished the entire work, I’m unsure 
anything was improved by restricting the true 
ending behind two unsatisfying playthrough 
completions. 


Fixating on structure for too long will make it 
seem as if I disliked the game. As a vehicle 
for delivering an intriguing historical event in 
a fictional world, it is an entertaining piece. 


On the other side of the story, we have an 
adventure that fails to feel like one, and yet 
the characters endear throughout. The main 
cast have interpersonal relationships aplenty, 
meaning you'll have much exposure to 
different combinations of cast members. 
There are three romance pairings that slowly 
develop in a satisfying manner, as well as a 
dynamic for every pairing of any two main 
cast members... oftentimes trios, if you can 
believe it. 


The narrator's seat swaps characters often. 
Many times throughout the novel, you'll find 
yourself in the mind of a minor character. 
You'll sufficiently understand each character. 
You will know what Belle thinks about herself 
as well as what every character thinks about 
Belle. It'll change as the plot advances. 


I still believe that the main story is (quite 
sadly) little more than a delivery system for a 
better tale. The characters are wonderful, but 
if you go into Katahane with that side of the 
story as your priority, I fear you'll come away 
from it disappointed. 


There were an unfortunate amount of 
grammatical errors throughout, so | look 
forward to JAST’s official localization... 

should it ever release. 
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Something Special About... 
End ofgthe World®” | 


Several generations ago, it became clear that the 


world was dying. From the day it became a problem, 


the fate of the world has been passed down from 
generation to generation. 

For a generation this meant the creation of anti- 
war media. For another, this meant the creation of 
pro-planet media. For today... 


There’s something bittersweet about Rewrite; one 
of Key’s rare stories that didn’t include writer 
Maeda Jun, Rewrite told the story of the fated end 
of the world. 

The planet was close to death, and multiple 
organisations fought behind the scenes to decide 
where humanity would end up. 


Some characters wanted humanity to die so that 
the planet could survive. Some characters wanted 
humanity to live for as long as possible. A real 
Pokemon game of a plot. 


One thing every character agreed upon was that 
the planet could no longer be saved. But despite 
the grim scenario, it feels like a love letter to 
humanity. A message of empowerment that life 
won't end so easily. 


This isn’t the only time Key has covered the 
destruction of the planet. 

Another Maeda-less novel they created, titled 
planetarian, told the story of a hardened soldier 
in a post-apocalyptic landscape, learning about 
humanity from a broken android. 


It posits the theory that, should life begin to fail, 
remnants of humanity will linger in the creations 
we leave behind. 


"I felt that surely, this god/would be most; to your liking, Mr. 
Customer. ” 


It means acceptance. 


Way back in 1998 (my favorite year of anime) 
studio Ajia—do released the 2 episode OVA 
Yokohama Kaidashi Kikou. It was an adaptation 
of a popular manga by the same name, and had 
a very simple synopsis; a robot named Alpha 
lives alone, managing an isolated cafe in the 
countryside, in a future where rising water 
levels destroyed humanity. 


In the little town she lives in, only three humans 


exist. It is the twilight period of humanity. 
It’s a quiet life. 


YKK’s establishing episode gives Alpha a 
camera. Alpha heads out to make use of the 
camera, and in doing so begins to recognise 
the beauty of the world. 

She ends up not using the camera, realising 
that her memories can capture more than a 
photograph would. 


Do you see what's interesting about this setup? 


Alpha is a life created by humans, in the image 
of humans, living without humans. 

There's a real question of whether Alpha’s life 
can be considered true life or not, as is the 
case with all artificial life, but there’s also some 
wonderful interaction between the artificial 
Alpha and the natural world. 

Alpha is a robot that spends her days 
appreciating Earth. 


Not only would Alpha not exist if she wasn’t 
built by humanity, but the environment wouldn't 
either. 

The cafe she lives in, the motorbike she rides 
around on, the camera she utilises, and even 
the sights she sees, all would not exist 

without humanity. 


Even nature itself has come to depend upon 
human creation. Plants climb the telephone 
poles and tram lines. Marine animals settle 
within the sunken ruins of cities such as 
Yokohama. The fungi and trees grow to mimic 
buildings and street lamps. 


The land that humanity adopted has been 
retaken by nature, but it still thrives in the 
image of humanity. 

Alpha herself thrives in the image of humanity. 
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Article Writer: 
Takafumi Sakagami 


Yokohama Kaidashi Kikou is a hopeful tale. 
It’s a tale in which humanity leaves behind a 
beautiful garden upon the end of the world. 


* pte ® eine 
Maeda himself has written a handful of these 
“end of the world’ stories, with the perfectly 
named End of the World (a song used in the 
anime adaptation of Rewrite) being a great 
example. 


Instead of portraying Rewrite’s standard grand 
action narrative, Maeda’s End of the World zooms 
in on the words of a single character's romantic 
interests as the world falls apart. 

It ends on a beautiful set of lyrics. 


"PLEASE SMILE, ONE LAST TIME... 


EVEN IF IT'S THE END OF THE WORLD." 


Looking at the rest of his musical backlog, Maeda’s 
album Owari no Hoshi no Love Song is framed as 
a series of love songs from the end of the world. 
These love songs cover many topics, such as that 
of a disabled duo fighting for survival in the cruel 
wastelands, or the story of a boy who watches a 
doctor work herself to death to find a cure for a 
disease. 


The album ends with the track This World’s 
Birthday Song, which tells a simple story of a 
couple struggling to decide whether it’s morally 
okay to birth a child into a world that is ending. 


Maeda’s take on this storytelling focus is much 
more about individuality. Whereas Rewrite was a 
grand action adventure about the fate of the 
planet, both Maeda’s End of the World and 
Owari no Hoshi no Love Song focus specifically 
on the individual relationships of humans within 
doomsday scenarios, capturing a brief picture of 
humanity. 


And that's the kind of storytelling that I want to 
talk about here. 

Japan are of course known for their apocalypse— 
oriented media, and it’s not like the idea of 
doomsday isn’t a well recognised one. 

What's fascinating about this media is not the 
doomsday aspect, but the raw portrayal of 
humanity that so many people would shy away 
from. 


Harumaki Gohan’s This Earth, for You brings us 
on an exploration through nuclear winters, 
reflecting on the horrors that humanity has 
wrought to this planet. 

However it notes that the world keeps spinning, 
the trains keep running, and the cities keep 
growing. 

The patterns of everyday life are so prevalent in 
modern society that it is hard to imagine it all 
ending... 

Even as wars break out, and as the planet dies, 
we continue living like always. 


The focus on eternal and mundane peace during 
an end of the world scenario makes it emotional. 
It makes the concept of the doomsday relatable. 


An apocalypse is not just one tidal wave event, 
but a continuing torrent of rain. 


That’s where Japan's beautifully bittersweet 
apocalypse-focused media wins out against the 
global opposition. 

Instead of focusing on the action or drama of the 
world’s devastation, Japanese media tends to 
focus on the quiet moments. 


The boring old events that all of us have and take 
for granted. The pillow shot that appears in every 
living breath we take. 

That’s where the acceptance comes from. 


This same portrayal of everyday living in the face 
of a dying world is what makes early Ghibli films 
and so many of its derivatives recognisable. It is 
in fact the very fate that Fragile Dreams 
questioned with its opening movie back in 2009. 


To bring it back around to Key, and to Maeda in 
particular... The Visual Novel AIR is incredibly 
interesting for this very reason. 


AIR’s protagonist, Yukito, is of a bloodline that once 
had strong magical abilities, but it has weakened 
with every passing generation. 

His family’s task is to remove a curse laid upon a 
girl 1000 years ago, a curse that has passed from 
one generation to the next, growing stronger each 
time. 


The interesting part about this is... What continues? 
The beneficial magic granted to Yukito’s bloodline 
weakens with every new generation, but the 
negative curse only gets stronger and stronger. 


We meet several struggling youths who have been 
abandoned by their families, left to work in poverty... 
Negatives continue; positives vanish. In that way, 
AIR is as much about the end as Rewrite is. 


We all know how anti-nuclear the country is, but... 
Nevertheless there's this lingering idea that maybe... 
Maybe we can all go back to before life got so 
complicated? 


It’s just a flicker of a thought in the minds of 
creators... But it lasts. Across hundreds, thousands, 
of stories, this brief idea continues. It passes down 
the generations, sweeping up fresh young creators 
every year, all who end up telling this same idea. 
The world will crumble as the everyday continues. 


Because everything continues. People around the 
world die every day, but the store is still open. 
Countries rise and fall over and over, but I’ve got 
work in the morning. So even if the world does end, 
it will continue like everything else... Right? 


NOTICED YET? 


Stop me if you've heard this one before: “I wish these peaceful days would never end.” 
Then, of course, an eventful plot occurs to disrupt the pleasant yet dull life the misfortunate 
protagonist who spoke those lines had lived up until that moment. It’s a flag we all recognize. 


Those peaceful days are a comfort that makes for a great tear—jerker backstory, but not an exciting 
action drama plot. Not that it’s limited to purely action drama stuff. It’s all about escaping the prison 


of contentment. 


Someone new transfers into school. A kid gets into an accident and develops amnesia. 
The protagonist is transported to another world. The heroine reveals she’s going to study abroad. 
A child’s parent passes away. A relationship ends. A village is raided and one person escapes. 


In a lot of scenarios, these are the sorts of triggers that kickstart the main narrative, but in the 

realms of iyashikei—the more peaceful works—these plot catalyst moments are a distant event for 
characters to reflect upon as they live their day to day lives. 
Either way, it’s always there, somewhere in the story: a time you thought would never end. 
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I always hated road trips. Takafumi Sakagami Narcissu 


Half of it was that I never cared for the destination. The destination of the two's journey is both vague and clear, 
Everything I could ever want was right here with me. happy and sad, too far away, but far too close. 
Why would I go anywhere else? 

It was the journey of two terminally ill individuals, fated to 
Half of it was that... well, I get incredibly car sick. die, going out on their own terms. 
Every second is a headache-inducing trial of holding 
back the urge to puke. Their one and final trip together was incredible. 


I always hated road trips, except... I always hated road trips, except... 


As a kid, Narcissu was interesting to me, for many reasons, This first trip, the end of a life. 
but one reason was its love of the road trip. And a second trip, the end of my childhood. 


I spoke previously about how I enjoyed reading about In my final year of college, I travelled the country, 
things no one else spoke about, but that extends to my own filming a documentary about curios and fancy places. 
thoughts as well. If I love anything as much as myself, it's 
everything that isn't me. From the newly-established UK Space Agency in the 
south, to the recently-installed IMAX theater in the north. 
Unlike I, who liked my world and never wanted to leave, A big ol' trip it was. 
the two characters of Narcissu are the opposite. 
With me, three other dumbos, all stuck in one car. 
The things they had grown to hate were right there with We went to places we'd never normally go to. 
them in their normal lives, ever-present and inescapable. We were a group who wouldn't usually hang out. 
We didn't know each other well, and had little in common. 
To me, escaping the world means not travelling it. 
To them, escaping the world meant driving as far away as It was a ragtag crew. 
possible. 


... For those left behind... smile for chem... 


One day, we got lost in the middle of nowhere. 
A big open field, farms as far as the eye could see. 


Realizing we'd taken a wrong turn somewhere, we looked 
for a place to turn back around. 

We'd been driving for hours, and had reached the part of 
thejourney where we all run out of things to say. 


Naturally, we took to in-car karaoke. 


Finally, we found it. A building and two shacks 

surrounding a small parking area. 

As empty and abandoned as everything else. 
we 


As we drove in, one of the two boys fired up My Heart 
Will Go On. You know the one, the hilariously over- 
dramatic hit song from the film Titanic. 


We turned around and drove back out. By this point, the 
chorus was about to kick in, and... well, what do you do 
when a Titanic track begins playing? 


The driver opened up the sunroof, the singing boy was 
lifted on up through it, and out into the vastness of the 
countryside, he sang. 

All the while, he held that iconic pose. 


"I'm flying, Jack!" 


fo Narciss 


And as we drove away, enjoying our stupid teenage road trip, 
I turned around and noticed... 
There was a car behind us. 


Somehow, in the middle of nowhere, the stars had aligned to 
devise the most awkward scenario possible. 


The owner of the property, apparently on-site at the time, 
had appeared out of nowhere, and had begun trying to leave 
their own driveway at that exact moment. 


A driveway that had been randomly occupied by a fat kid 
singing a song from Titanic out of a car's sunroof. 
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I don't remember how car sick I felt on that day, nor the 
entire trip, but I do remember stories like those. 

I remember going to a theatre, learning about the ISS, 
waltzing through a museum. 


Even the little things. The shops we went to. The food we ate. 
I remember it dearly. 


Who knows if I'd have ever gone on that journey, if not for 
the adventure that Narcissu once showed me? 
I'm not sure I would have. 


But life is a ride we all have to go on, and no matter how 
sick it makes me, I'll drive it by my own terms. w 


With the advent of Eiyuden Chronicles finally upon 
us, I decided not to play that game, but to do the 
sensible thing and play the games that inspired it: 
the Suikoden series. 


After looking up the various releases of Suikoden, 
a game most people attribute to the Sony 
Playstation, I decided to go with the Windows 
release. It simply looked to be the best version. 

I do have a PC gamer bias, and | also feel a bit of 
trepidation whenever it comes to JRPGs on PSX. 


I mean... a menu based game with frequent scene 
transitions on a slow-loading console that relies 
on controller input? You're asking for a tedious 
experience at that point! 
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So being able to navigate menus with hotkeys or 
a quick click of the mouse sounded far more 
appealing. 


The fact I'd just finished a playthrough of Lunatic 
Dawn: Passage of the Book may’ve had something 
to do with it. 


[fittar: Crastown 
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But, while troubleshooting some issues, | came to 
realize that not only is this release of the game 
very niche... it’s also very unpopular. Not for real 
reasons, but mostly for verifiably false reasons. 


I'm not here to get into those, but instead, the 
sentiment behind them: It’s just a weird port. 


So I'm here to ask... Have you ever preferred a 
“weird version” of a game to the more popular 
version? 


For another example, I’m on record for 
preferring the original Final Fantasy to the more 
popular remakes that dumb down the gameplay 
substantially. 


I understand that, to a lot of newer players 
picking up Final Fantasy, they just want to 
speed through it so they can move onto the 
next as part of their journey to beat every FF 
game, and the modern ports facilitate that 
pretty well. 

They're designed to be a filled checkbox on a 
list. 


I'm not that person. I don’t play a game to 
complete a franchise; I do it to play a game, 
and I want that game to be good. I want it to 
be engaging, I want to problem solve, and I 
want to manage risks. 


The PSP or Pixel Remaster versions of Final 
Fantasy are riskless. They're incredibly safe, 
near—default RPG Maker experiences that you 
put on while watching a movie or listening to a 
podcast. 


If I see you multi-tasking while you're playing a 
game, I’m sorry to say, but that must be a 
terrible game. 

Try that with the NES version and you'll either 
die over and over again, or you will have no 
idea what’s going on in the podcast. 


You've gotta pay attention, it’s an RPG! 


There’s one specific version of Fate/Stay Night's 
English patch that unfortunately is no longer 
available. 


lf you want to transfer yourself into-a living thing? 
you|can make a familiar without a soul. 


It got wiped out by a bugfix release, but if you got 
that full translation patch the day it released, you 
would have access to an in-game flowchart of all 
the scenes in the game, all the flags, and every 
ending you could encounter. 


Now that was a good version of Fate/Stay Night. 
Add as many animated OPs as you like, but none 
of them will outweigh the loss of that flowchart. 


Tomoyo After is quite a divisive one. It was 
criticized quite heavily on release, as happens 
with all of Maeda Jun’s works, to the point where 
he had to take a mental health break. 

Take a drink every time that happens! ...unless 
you are Maeda.... Then please stay healthy. 


Key sourced a new writer to rewrite the final 
chapter of the game. That’s been the basis for 
every later port of the game. 

I have nothing against the replacement writer, 
Tonokawa; we have similar tastes. His favourite 
Key route is (was?) the same as mine: Kanon’s Mai. 


But Tomoyo After was a very intimate story with 
a message close to the Maeda’s heart. Bringing 
someone else on to rewrite that message 
because haters post hateful comments... it’s not 
the creative decision I'd go for, at least. 


Anyway! I could ramble to myself for a whole 
volume of the magazine (I've done it before!) 
but I was interested in what other people had to 
say about this topic. 


So reporter Taka is on the scene with some other 
hot takes from people likely too old to use the 
phrase “hot takes’ without seeming uncool. 

Join the club! 


The first response I got was Akumajou Dracula for 
the Sharp X68000, a remake of the very first 
Castlevania game. 

People seem to either go for the imperfect PSX 
port of this remake, or for the original NES game, 
but this X68000 game looks and sounds incredible. 


It’s also... very difficult. Oldschool difficult. Seeing 
the game in action gave me flashbacks to watching 
Suzuhara Lulu’s grueling 18-hour Daimakaimura 
playthrough. 


Next up, a pair of interesting ones. Any Resident 
Evil fans? 


Few people will refute the incredible work done 
porting Resident Evil 2 to the N64. It’s impressive, 
absolutely, but would you consider it the best 
version of the game? 


In order to get the game to run on the N64, a lot 
of content was cut, and a lot of compression was 


done to make the game fit on a cartridge. 


Well, it’s someone's personal favourite. 


If there’s anything to be said for the spookier 


games out there, it’s that vibes do 95% of the job, 


and sometimes with these games, less is more. 
In that sense, I can see the appeal of the N64 
port of Resident Evil 2. 


I can also understand why another responsee 
highlighted Resident Evil for the Playstation. 
They say it’s often overshadowed by the 
Gamecube remake, and uh... this is a weird one, 
for me. 


When it comes to Resident Evil, I’m super casual. 
These aren't the kind of game I go for, but... 
when I hear the words “Resident Evil” the image 
that comes to mind is exactly the Playstation 
version of Resident Evil 1. It’s iconic, isn’t it? 


So after checking out the Gamecube version, 
it was very weird to see such a familiar game 
be turned into what feels like a movie. 

There are a lot of cutscenes, the sounds are a 
lot louder and clearer, and the soundscape is 
much more music. It’s a very different feeling 
from the eerie original. 


Is this the version people prefer? It feels so 

alien to me. Not in a spooky way, I mean in a 
“who allowed Hollywood to adapt this niche 

property?” kinda way. 


It looks good, don’t get me wrong, it’s just not 
what I expect from Resident Evil. 


That’s the spooky section over and done with, 
but I got some other responses too. 


HAVE YOU EVER... 


To bring it back to the bread and butter of the 
magazine, actually, back to Key stuff, the one 
response I saw multiple times was a more 
general one... 

Luca System games. 


Luca System is a PC and Console engine made 
by Prototype, a porting studio made to port 

PC games to Mobile and Console platforms. 
This engine debuted with Little Busters! English 
Edition, and it has a lot of good features. 


You can hotswap languages, you can use a 
controller or a touch screen as your input 
method, it ports across systems really nicely. 
So, what’s the problem? 


port. 

To the right, th 

The UI is a bit plainer than the original, but it’s 
not that bad, is it? 


Luca Clannad 


Luca Kanon 
Original Clannad 


Original AIR 


Original Kanon 


The variance between these games was never 
crazy to begin with, but the loss of ornamants 
and customizability, as well as the loss of 
time-based lighting, really hurts the 
atmosphere of these games. 


It’s not that the engine is incapable of looking 
the way these older versions do. Just look at 
LOOPERS or Flowers. 

For whatever reason, they just don’t bother, and 
that’s a real shame. 


HOW DO! 


In this 3rd installment of C-pia! Spirits, I'd like to 
talk about the real meat of the magazine: writing. 
It’s not something I mention very often, which is 
weird because... writing’s my one and only. 

It’s what I enjoy most. 

I draw, but I'm not an artist. Making music doesn’t 
make me a composer. Despite programming things, 
I'm far from a programmer. I won't pretend to be 
good at anything else... 


But I’m a writer. My favourite writer, in fact. I love it. 


I can only assume my methods, techniques and 
preferences are unique. I, as a writer, am like a 
colorblind artist; I’m missing something that most 
people have. I lack an imagination. 

As a result, I kinda hate reading. Most writers pray 
on an imagination, they try to fill your head with 
ideas, and the common techniques I was taught in 
my literature studies were no different. 

Literature was designed for people not me. 


I'd say I don’t do that, that my writing brings forth 
no image, but I have no idea how true that is. 

It's not like I can find out with my own mind. 
Regardless, it’s not the intent. There’s no visual to 
this image I'm writing. 


Instead, I focus on musicality. Good writing, to me, 
is poetry. Words are a song, and if that song sings 
sweetly, I'm glad. If it’s clunky or crass, it’s bad. 


Well... that, and conversationalist slop. I love it when 


text sounds normal, if that makes any sense. 
If you can’t sing, speak! I’m an SSSS.Gridman fan. 


So yeah, I tend to write either as I'd speak, or as 
I'd wax. Sometimes I'll pick up someone else’s 
pretty sentence and pick apart what makes it work 
for me. 

As with my mascot-creating decision making back 
in volume 1, theft is a fine tactic to me. 

Take Tsuki ga Kirei, an anime titled As the Moon, 
So Beautiful in English. 


It has one 
voice, one style, but lots of songs to sing. These 
songs are long, and varied, they loop incredibly well, 


The article this quote is from (Crescendo, Vol. 1) comes with a great little 


segment about sound design in games that also applies to prose. 


You see it a lot with music in these games, and 
sometimes you get referential dialogue that 
calls back to an earlier moment. Thematic 
“full-circle” endings aren't rare either. 


WRITE THIS? 


I'm not used to writing so frequently, but I’m keeping up. 


Every great song has a hook, and that’s often 
where I start. Once I've got that, I can blabber 
about anything. 

Take these two examples from last month’s 
volume... 


I remember, clear as day, the moment I started 
Kara no Shoujo. 

Ears met by beautiful music, eyes met by a 
beautiful girl, I told myself... 

“Don’t get attached.” 


I remember, clear as day, the moment I fell in 
love with Kara no Shoujo. 

Ears met by beautiful music, eyes met by a 
beautiful girl, I asked myself... 

’Why did you get attached?” 


-(A Sepia Lens Look at Kara no Shoujo, Vol. 3) 


I never really related to anyone, actually. 
I’m myself, as Mai is Mai. 
We don’t need to be like anyone else. 


We'll never see eye-to-eye, and it’s not 
worth taking offense. 

You are you, as I am I. 

We don’t need to be like anyone else. 


-(Something Special About Kanon, Vol. 3) 


They are the chorus of a song, and around it, 
verses naturally form. Those verses, too, hold a 
lot of repetition. 


Rhyme Guide: 


Mashiori-iro Symphony article 
Steplbacktinitime}to}2009 nostalgia, blind|me)hasigotia|senaJAirijto}find 


I'm a strong believer in the Metaphorical 
Dictionary. I’m not sure if this is a term anyone 
else uses or if I came up with it myself, but 
“Metaphorical Dictionary” is, to me, the idea 
that a piece of text can be used to explain the 
metaphors within it. 


Lazy writers use metaphors willy nilly, but 
good prose is self—-describing, and that means... 
yup, you've gotta use repetition. 


A Sepia Lens 


Here, in the ONE article, we have a few core 
themes packed away behind our dictionary. 
This being about a blind character, we involve the 
senses of sight and sound, and relate them to 
fear, comfort, detachment, and relation. 
The article’s language is an extension of the 
game's themes. 
The realization of how important 
what you've taken for granted truly 
is, and the idea that you could lose it 
in an instant, was quite impactful at the time. 
I never wanted to feel that terror, so I started 
closing my eyes. 
Unending, dizzying, shooting sharp pains through 
my body. But there was a quirk to this headache, 
an easily-exploitable quirk that allowed me to 
ignore it entirely... 
It went away when I closed my eyes. 


For this article, repeated ideas are used to 
portray an evolution of fear and comfort. 
Originally, becoming blind is a fear. 

By the end of the article, blindness becomes the 
comfort. 


The story begins with me relating to a character 
so much, I learn from them. 

It ends with me growing distant from others, 
believing them to be incomprehensible, fearing 
them. 


Naturally, this is reflected in the language used. 
The metaphorical language used within the 
article both relates to the subject matter, and is 
explained by that subject matter, so it never 
feels like I've pulled a random metaphor out of 
my hat for the sake of sounding flowery. 

It justifies itself. 


LET'S LOOK A BIT 
CLOSER! 


Here are some highlighted segments 
from the ONE article! 

Here are the language details we'll 
focus on first: 


Distance/Relation - 
Sight/Sound - 


Fear - 


I lived on a very busy street at the time, always 
swarming with tourists. It was impossible to walk 
without rubbing shoulders with two others. 
Footsteps enveloped that world. 

The day I first attempted to walk down that 


street WitheUt/Sight” 


It was as if a thousand to me. 


With each step, a lifetime of experience. 
In each store, {léouldihear a family far from home. 


The realization of how important 
what you've taken for granted truly 
is, and the idea that you could lose it 
in an instant, was quite impactful at the time. 


She was a distant person who wouldn't get 
involved in things directly. 

She was an |6BSenver who |Watehed| from afar, 
not the kind of reckless person who would walk 
into a crowd while pretending to be blind. 


She wouldn't have walked that busy street like 
I did, wouldn't rub shoulders with a thousand 
strangers each day. 


Even today, I still feel it. A thousand/Voices 
call to me whenever I step outside. My eyes 
long to remain shut. Maybe, by now, I've taken 
that for granted... 


I never wanted to feel that terror, so I started 


Of course, this is just one small piece of the article, 
but we can see how the metaphors are being 
established. 


The fear of losing what you take for granted is what 
leads me to shut my eyes and step into a crowd, 
where I begin to relate with others. Closeness and 
hearing are paired together as positives. 

This is then taken for granted. 


Upon realizing that not everyone will step into a 
crowd, not everyone will relate with you, distance 
and sound become paired together as negatives: 
the fear of losing what you took for granted. 


The language redefines itself as the writer develops. 


The article is structured as a series of flashbacks, 
and it’s not until we cut back to the present day 
that all this establishing finally leads to something. 
It was all in service of a metaphor. 


But today, a single out to you. 
Will the world I write be like wandering through a 
crowded street of lives? Or will it be a /Bight|for 


detachedobservers to comment upon? 


We know now, thanks to all the build-up, that 
a crowded street is a nostalgic positive, whereas 
detached observers is a recent negative. 


realize that I may not be ready to/hear others’ 


ns on the things I write. 


Crucially, it does this while employing repetition. 
Not just one repetition, but three! 


We have three call-backs to earlier paragraphs, 
all packed together in a single short segment. 
The call of a voice, the crowded street, and 
the detached observer. 


If the rule of three is to be believed, three 
repetitions makes for the most effective writing, 
and that’s what we're doing here... and elsewhere 


If people love a scene I write as much as I loved 
that scene in ONE... 


If my friend hadn't shared her perspective on the 


days we spent together... 


Perspectives are a strange, incomprehensible 
thing, like the thousand people I pass each day, 
all living lives I'll never understand. 


You could be one of them... 


When you put it all together, what you 
have is, in essence, a very long poem. 

It doesn’t exactly read like a poem; there 
are casual asides and intermissions. 
Maybe it’s more like karaoke... 

Either way, it’s a body of text that explains 
itself, that tells more the more you read it. 
That's the kind of storytelling I like most. 


I once wrote, for my blog, an analysis of 
Kurugaya Yuiko’s route from Little Busters!. 
It was an analysis that strung together 
metaphors and symbolism from across the 
whole game's script, using the more 
immediately-understandable scenes of 
other routes to explain some rather 
esoteric moments in this one heroine's 
route. 


As with all analysis, there’s no way of 
knowing whether any of the threads I 
found were intentionally woven, but it’s 
the method I like to use to pick apart 
works, and it’s the method I like to use to 
put them together. 


A smarter person than I, reading this, will 
put genuine thought into what I type. 
I want them to be right, and so I write. 


Man, I adore how cheesy and garbage that final line is. Isn’t it great? 


Okay, so despite having worked with teams of article writers in the past, I've never spoken to anyone about the process before. 
What kind of structure do people focus on? Do you start with a thesis, or figure one out as you go? 
Do you think about melody, or imagery, or just the content of your words? 


I have worked with translation teams before, and I know that (for the most part) people are pretty gung-ho about things. They tackle the text first, 
then think about it second. I’m the kind of person who has to develop a full analysis before doing anything else. 
Give it a few reads through to truly understand it, y know? Total opposite of how I write articles: stream of consciousness. 


If we assume that opposites are universal, then article writers must be the preparation addicts to translators’ gung-ho attitude. I doubt it’s that simple... 


So how do you write? 


I'm interested to know how other people tackle this process... as if that wasn’t clear from how much I have to say about it. 


THANKS FOR READING! 
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